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ADULTS CA~es 12 - 103)

Learn Hardware and
Programming for your
Atari ST or 8 Bit!

~ . COITlpUter

CHILDRENCAges 8 & up)

Learn Math by Playing FUN
Educational Games!

SpectrU:IT1

"YOUR ST COMES ALIVE!"

Build multiple modem controllers, light pen, speech synthesizers, event detectors, stepper
motor controllers, 120-volt circuit controllers, networking projects, and much more. Four
chapters include interacing with the joystick, cartridge, MIDI, and printer ports.
Complete with disk of demo programs for $29.95.

"YOUR 8- BIT COMES ALIVE!"

Build tone decoders, infrared communicators, networking, synthesizer add-ons, light pen,
and much more. Complete with disk of demo programs for $24.95.

"THE SCIENTIFIC ST"

Science projects include biofeedback experiments, weather experiments, biological
experiments, etc. Enjoy an edge over others with these high-tech projects. Complete
with demo disk for $29.94.

SPACE MATH
(Formerly "Math Lander")

Space Math 'is-a -math educational game that was designed to be challenging and fun. The
advantage of the child learning math with this game over traditional.methods is that he or
she will enjoy it more ana will spend more time with it. The object of this game is to land
the space ship gently on the landing pad without crashing into another ship, a hazard, or
the terrain. Each correct answer provides fuel or allows the space craft to maneuver
through dangerous situations. For ST, $29.95.

Computer Spectrum, P.O. Box 162606-J, Miami, FL 33116
BBS Line (305) 251- 1925 Office (305) 274- 1850
Shipping: $3.00 for U.S. orders, $5.00 outside the U.S. No Shipping charges for two or more
items, when paid by Check or Money Order.
Payment: Check or Money Order - No additional charges. C.O.D. charges within U.S. - $5.00;
outside U.S. - $7.00 Shipped within two weeks. Florida residents add S% sales tax.

These products are also available at your local computer software store. Dealer inquiries welcome.
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DOS Instead of TOS!

• Complete command line
interpreter replaces the DeskTop
with an environment similar to
MS-DOS.

• Runs all programs including GEM
applications. Also runs GEM
programs from an AUTO folder for
"turnkey" systems.

• Batch file processing lets you
custom design your own
commands.

• Automatic path searching for
commonly-used programs.

• Supports I/O redirection, wildcard
expansion and much more.

• Includes Ram Disk driver and Disk
Formatter.

• Compact, fast machine-language
program!

Advanced Bulletin Board System!

Professional Graphics Tabletl

• Replaces mouse device for virtually all programs and applications.
• Comfortable stylUS pen gives accurate control upto 250 lines per inch.
• Works great with programs for CAD, graphics and desktop publishing:

such as Drafix, EasyDraw, CAD 3D, DEGAS, Publishing Partner, and more!
• Keyboard control allows easy selection of either mouse or tablet.
• Connects to the Atari ST's serial port.
o Includes 17.5" x 11" tablet, digitizing pen, cable and driver accessory.
o User-selectable active drawing area upto 12" x 8" ! $ $) @)~ Q @@

• Powerful On-line system with over
100 built-in functions.

• Infinitely programmable menus,
prompts and system configuration .

• Message system with "tree" or
"linear" structure. On-line Polls, too.

• File transfer protocols include
Batch YMODEM and FMODEM and
on-line Archive commands.

'. Extensive System Operator
functions and automatic
maintenance.

• Complete security levels,
password control and accounting.

• Runs many existing TOS
programs locally or remotely.

• Future support for multiple lines!
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Advanced Modem Communications!

• All-new GEM version with dozens
of added features.

• Fast 80x24 display using custom
f&nts within a GEM window.

o VT-220, VT-100, VT-52, Atari and
Vidtex emulation modes.

• File transfer protocols include
Xmodem, Xmodem crc, Batch

~u~~Z~~o:f~1u~emp~~f~~~I~Ptionar1~~~i~gIi.I.II.;;i.ic~
• Archive, Un-archive and Run other
programs while online without
leaving ST- Talk!

• Built-in Editor with multiple buffers
for capturing and uploading text.

• "AutoPilot" Language for
programmable auto-fogon,
auto-answer and macro commands.

And much more!
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• Battery-operated Clock/Calendar
hardware sets the system date and
time automatically.

• Adds 14 convenient accessories
with over 20 powerful functions:

Calendar/ Appointment book,
Notebook, Calculator, Card File,
Typewriter, Address Book/Dialer,
VT-52 Terminal, Keyboard Macros,
Ramdisk, Disk Utili1es, Print
Spooler, Control Panel, Screen
Dump and Memory Test.

• Plugs into the computer's built-in
cartridge port.

• Loads quickly using 64K of ROM
inside the cartridge.

• Works together with GEM
applications.

• The perfect companion for your
Atari ST!

QMI Quantum Microsystems Inc., PO Box 179, Liverpool, NY 13088 USA 315-451-7747
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ZOOMR.ACKSTM

ZOOM RACKS

ZOOMRACKS
~@@lMJ~~©~~

ZOOMRACKS PIONEERED THE CARD STACK METAPHOR
NOW USED BY APPLE'S HYPERCARD.

Small Businesses! Clubs and Organizations! Homeowners!
Writers! Researchersl Students! Managers! Salespeople!

Here are a few of the hundreds of reasons why people
rely on ZOOMRACKS every day.

ZOOMRACKS is an easy-to-use database manager, text processor,
adding machine, idea organizer, mail handler, notepad, application
development tool -- an integrated productivity aid -- and more.

r o •••••••••••••••••••••••••••••••••••••••••••••••••••• ••••••••••••••••••••••••••••••••••••••••••••••••••••
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i • Accounting procedures and usage notes!

124 Templates are included for Accounts Receivable, i
: Accounts Payable, General Business Transactions, Trial i
i Balance. Income (Profit and Loss) Statement, Balance Sheet, i
; Payroll, Adjusting Entries, Calendar, Cash Journal, Notes :
; Payable/Receivable, and Check Register. Each template i
i comes with illustrative cards, field descriptions, usage notes, i
; and report forms. :

!27 Output Forms for printing or displaying The SBA Kit racks l
; and cards. ;

: 19 Macros are included for recording Accounts Receivable and!
i Accounts Payable transactions, performing Balance Sheet '
! computations, calculating Gross Profit. calculating Working,
i Capital, taking the Trial Balance, posting payroll payments, ilrnr1
i printing checks. Each macro comes with a description of how i
: to use i1. !
i As your accounting needs grow or change, you will find it easy ;
i to modify The SBA Kit templates and macros. !
: __ i

Labels
Mail Merge
Tax Records
Accounting
Catalogs
Recipes

Mail Lists
Form Letters
Notepad
Sales
Membership Records
Christmas Card Lists

SATTLEY ASSOCIATES
P.o. Box 1544 • Eight Bryant Street

Wakefield, MA 01880-5009
(617) 246-4441 • CompuServe 76010,1363

By arrangement with Quickview Systems, Inc., we specialize in developing ZOOMRA CKS-based products,
and provide consulting services /0 ZOOMRACKS users.

ReqUirements: Atari 5205T or 10405T· Printer, mouse optional.
ZOOMRACKS is a trademark of Quickview Systems.

MAIL YOUR ORDER TODAY!

-----------------------
ZOOMRACKS Demo Disk
ZOOMRACKS II
The Small Business Accou nting Kit
ZOOMRACKS II and The Small Business Accounting Kit

$ 9.95
$ 119.95
$ 49.95
$ 139.95

nama: !Ill 01 II jl !I I II 1]1

Company Name:

Address:

\sATTLEY AGGOGIATE5
P.O. Box 1544
Eight Bryant Street
Wakefield, MA 01880-5009
(617) 246-4441 ---.....
CompuServe 76010,1363

Unless otherwise specified, 3 1/2" disks (Atari or PC compatble) will be mailed.
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..
NOW! RUN THESE ffiM PROGRAMS ON

YOUR ATARI. ST.

Lotus 1-2-3
Enable
Sidekick
Crosstalk IV
EasyCAD
GW Basic
Word Perfect
Graph-in-the-Box
Turbo Prolog
The Newsroom
Supercalc

Flight Simulator
Ability
Superkey
Carbon Copy
DAC Easy Accounting
Managing Your Money
Multimate
ProDesign II
R:base 5000
Electric Webster
Javelin

Framework
DESQview
Norton Utilites
Chart-Master
BPI Accounting
Silvia Porter's Series
Dataflex
Microsoft Chart
FoxBase +
PC-outline
Knowledgeman/2

Symphony
Q&A
dBase 11,111,111+
Print Shop
Turbo Pascal
pfs:Professional File
pfs:Professional Write
Chase Spectrum
Dollars & Sense
Exact
Swift Tax

And Hundreds More!

pc-ditto is a software-only utility which taps the power of your Atari ST to imitate an
~, mM PC XT. No extra hardware is required (an optional S.25-inch drive may be

required for S.2S-inch disks). All your mM disks will work "out-of-the-box".

pc-ditto features include:

o both the 520ST and the 1040ST supported
o up to 703K usable memory (1040ST)
o not copy-protected - installable on hard disk
o imitates IBM monochrome and IBM color

graphics adapters
o access to hard disk, if hard disk used
o optionally boots DOS from hard disk
o parallel and serial ports fully supported
o supports 3.5-inch 720K format, 360K single

sided format, and 5.2S-inch 40-track formats

System requirements:

o IBM PC-DOS or Compaq MS-DOS version 3.2 or
above recommended

oATARI COLOR MONITOR (Atari mono monitor
support will be released this Fall)

o optional 5.25-inch drive is required to use 5.25
inch disks

o 3.5-inch 720K DOS disks require a double-sided
drive (Alari SF314 or equivalent)

See pc-ditto today at an Atari dealer near you,
or write for free information!

$89.95 pc-ditto™
by

Avant-Garde Systems
381 Pablo Point Drive
Jacksonville, Florida 32225
(904) 221-2904

r------------------------------------
Avant-Garde Systems, 381 Pablo Point Dr.
Jacksonville, Florida 32225 (904) 221-2904
Yes! Please send information on pc-diUo.
Name. _
Address --
City Slate__Zip__

-------------------------------------
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The Adventurer ............................................................................................................................................._-
This time, Sara's got some unpleasant info for us all!
by Sara H. Groves

Foreign Correspondent: The KIWI Connection .
Nearly "Down Under", Atari is alive in New Zealand!
by David Hona

External Speaker Jacks for Your ST Monitors .
Stifled by those dinky little speakers? Here's the answer!
by Rick Leinecker

The Beginner's ST .
Part 13: Hardcopies...Softheads
Steve takes us into the world of "Epson- compatibles".

\... by Steve Tearle

6
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17

19

Review: The Atari SH204 Hard Drive 20
It's been around for quite a while, but it's still a workhorse!
by Bob Balay

Rev iew: Emp ire 22
A Wargame for the ST
by Charlie Chance

Review: Gridiron! 23
A solution for the football strike even if it IS settled!
by Dave Webster

Review: "Your ST Comes Alive~~.....................................................................................................25
A Look at a New Book for the ST
by Bob Ruble

Rev iew: Th e Informe r 26
Try this one before you buy ...REALLY!
(welll...sorta! A "Trialpack" review!)
by William Toliver
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the Atari Corporation. Other trademarks .
are often cited in this publication as well,
and all material should be treated with this ::~

though l in m indo :~~

Advertising Rates: Camera-ready copy .:I.:r.:i:.:[.:~..

should be submitted no later than the 15th
of the month preceeding publication. Rates :x'
are available upon request, and discounts are :::i[
provided for multiple insenions. Contact if
the Editor at the above address for further :,::;:
information.

The Alari JOURNAL is an independent
publication for the Atari microcomputer
user, and is published monthly, except
January and August. Correspondence
concerning The Alari JOURNAL may be
directed to:

Jack P. Durre" Editor/Publisher
The Alari JOURNAL
13904 S.W. 75th Street
Miami, FL 33183

~~::~(Eb~2~~~i.:I~i:~~;;t:~ I
JOURNAL. Permission to reprint ':::;:~

t~:l~~~~~Z~~~:;~~~~~N{fffiI..,:.II.,..,'.!.:.:I:.!,I
should include a self-addressed, stamped
return package.

Exchange Subscriptions: Subscriptions
are available on an exchange basis with
other Atari publications. Exchanges should
be sent to the attention of the Editor, and
should include a request for exchange.

';:::i

Postmaster: Please direct changes of ""::

address, and all returns to: ii":~

Editor, The Alari JOURNAL

13904 S.w. 75th Street

Miami, FL 33183

Seeya! [Jack)



by Sara H. Groves
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of Phil Pratt called, and gave us the
following information. First, SKU
stands for" Stock Keeping Unit"
and represents one title per
computer. For instance, GUILD
OF THIEVES is shown on my list
as being available for the ST, and 5
other machines. That's 6 SKU's.
Generally, it's sort of a tech nical
term they use that we needn't
worry about.

Second, they do try to keep
some sort of "method" in their
distribution, but are dependent
upon when the software is released
from England. This is frustrating,
but does tend to result in a top
quality product, at least in the
Premium Line.

Third, is there someone we can
contact for technical questions?
Well, a gentleman by the name of
Fred Kjellander popped up on
CompuServe recently. He's the
Head of Customer Service/
Technical Support and was very
helpful. Now, I'm putting in a
'plug' for Firebird to get him
[and/or anyone else who'd like to
become deluged with questions] a
CIS account. I can guarantee that
we'll keep the questions coming as
Firebird software is fast becoming
one of the most popular companies
we have. Keep up the good work
but we need access!! In addition,

Mr. Pratt also expressed his
willingness to help in whatever
ways he could.

Speaking of access, Fred just
sent me the hint sheets for
KNIGHT ORC. This is especially
helpful, because there are currently
four of us totally stuck on the first
part of this three-part game, and
we're going nowhere. Maybe we
can do something about that
now ...Thanks Fred!! Art, Lee,
Allan, and I, ALL appreciate it a
LOT! KNIGHT ORC is Firebird's
latest release. Written by Level 9
software and available for the ST
only, right now. An 8-bit version
may be in the works, but it is not
listed on my sheets. It has some
very different watercolor- style
graphics, the usual enligh tening
novel (honest), three separate parts,
and quite a number of different
features including magic, but no
built-in hints. First, you play an
ore. Now I knew that orcs weren't
very adm irable creatures, bu t
never realized quite HOW revolting
they really are! This means you get
to try every low, vile, gross, or
disgusting idea you ever had, and it
may just be the righ t one. Second,
you must coordinate a band of
different creatures in order to
succeed. Third, is the "oops"
command. Check the docs on it,
but I think it's going to be a real
winner! Personally, I LOVE it!
Fourth, this one's old-fashioned
tough wh ich is a refreshing
change. Fifth, it's funny. I'll tell

you a bit more about it when I get
further into it but, for now, I do
recommend it.

Infocom just dropped a
bombshell on us. [And on Amiga
owners too, in case any of you
were thinking of investing.] They
wiU no longer fully support the ST
(or the Amiga) with a full line of
their games, and the Atari 8- bits
will be phased out. Their official
line is that 8-bi.t owners simply
don't buy very many of their
games, and that the ST owners
want games that more fully utilize
their machine's capabilities. "The
demand isn't there until they have
graphics." [This includes music on
the Amiga in case you were
wondering.] "They just didn't sell."
The ST, for instance, accounts for

"less than 1%" of their total sales
and IBM (The largest market for
games in general.) averages a 100/1
ra tio to ST sales. In teresti ngly,
they also commented that the 8- bit
tech nology is "holding up the
evolution of the medium." The
current status is as follows:

A) The bottom line is that
Infocom games for A tad
computers just don't sell. Each
machine accounts for less than 1%
of the total sales of Infocom games.

B) PLUNDERED HEARTS is
available for both machines and
NORD and BERT is available for
the ST, but ONLY if you order
direct from I nfocom either by
calling 1-800-262-6868 in the US,

(continued ...)

"



WordPerfect Word Processing and ATAR) 8T

ite
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Right Interface

convenient scrolling. And you
can do it for two different
words at the same time! You
can also type in aword from
the keyboard. If you still
aren't satisfied with the
choices displayed, more levels
of alternatives are only a
mouse click or keystroke
away. You can go from syn
onym, to synonym, to synonym
until you find just the right
word.

WordPerfect
CORPORATION

WordPerfect for the Atari
ST allows you the option
of running from either
keyboard or mouse. You can
access all features with
superb pull down menus
and mouse selection or by
equally superb, more con

ventional menu driven keyboard commands. Combine them any way
you want. Either interface is fully supported -you do what is most
comfortable for you.

Right Choice
Obviously there are less expensive word processing programs on the
market for the Atari ST, but none give you the total combination of features,
benefits and support that the Word Perfect system does.

-:=;------ WordPerfect is not copy protected.

:y.2~~,!~!ecl Sooner or later you'll want WordPerfect so you might as well
start saving time and money now. Don't take achance on
aword processor that won't keep up with your glOwth or the
growth of your business. Buy the best word processor in the
first place - WORDPERFECT.

- ',. "'--:;_ .~l For more information, call us during normal business hours
-- ,-c--~ ':::.... '" ~ at 1-801-225-5000 or write WordPerfect Corporation,
~--~ ~ 228 West Center Street, Orem, Utah 84057

~ ~ ~ TheAlari STversionof WordPerfect operates on the Atari 520 ST, 1040ST
~ and fOrlhcoming Mega ST's. One drive required. (Two drives or hard disk

recommended.)
Alari ST is a Irademark of Atari Corporation

If. file Edit Searth fo",at Style Print Spetlal
lll.-. --.. 1l0rdPerfett •. 1 - Dot 1 - AtarLST • - .... :~

=:=9

1l0rdPufut ad .uri ST

The tDllbined pONer of the the Norld's best selling Nord protesser
and the utraordlnary Atarl ST treate a Nhole neN essente to
fu IIy featured. In fatt, 1l0rdPerfett Is rated 1st, and Is the
Norld standard by Nhlth other Nord protessors are judged. Batked
by a liberal enhantllent polity, unlhlited toll free talis,
tlll'lprehensive dotUllentatlon, and an energetit sofblare teen,
1l0rdPerfett and Atari ST give you pretlse, SIlooth, and fast pONer
to handle any job. And you tan begin at your level of
tlll'lpetante. You'll be surprised at hON a Nord protessor Nith
suth • Nide .nd sophlstlkated aray of features tan be so sinple
to operate, using either IIouse or keyboard .•

G
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Right Word
How many times have you
asked yourself if there isn't abetter
word. A traditional thesaurus is agreat
help in finding just the right word, or
leading you into creating abetter phrase, but it's time consuming and
tedious. That's why many of us compromise and take what's already there.

Enter Word Perfect's Thesaurus. Just position the cursor on the word
you're struggling with within the text on your Atari's screen, then call
up the Thesaurus. Both synonyms and antonyms are displayed for your

If you don't know what's
wrong here, WordPerfect
does. Or if you do know and
just don't want to bother with
making the corrections or
changes, WordPerfect will. In
fact, WordPerfect is designed
to help you write better and
puts the time saving accuracy
and advice you need right
where it belongs - at your
fingertips and on the screen
of your Atari ST.

Right Spelling
Go ahead and create your
document. Get the ideas out
and on the screen where you
can look at them, change
them around and organize
them exactly the way you
want. Then call up Word-
Perfect's Speller with its
115,000 word dictionary, or
the custom dictionary you've already created. Highlight the word you're
not sure of and the Speller checks it. If it's wrong WordPerfect gives
you aselection of correctly spelled words. Pick the right word and
WordPerfect corrects it in the text instantly. The Speller will even look
up aword with phonetic spelling. You can check asingle word,
aparagraph, apage or every word in
the entire document quickly, r-==;:;:;;;;:;:;;;~~~~
efficiently and accurately. The
Spelling feature also looks for
double words, words with num
bers, and gives you aword
count. Of course, words can
be added or deleted withifl
your main and custom dic
tionaries as needed.

...........................:.:.:.:.:.•.•...•.- .
.:::::.:.:.:.:.;.:.:.;.:.:.;.:::;:;:;: ::::::.:":":":":":.:.:.::: :.:.:.:.:.::::;:::::.;.;.:.:.:.::::;:::::: .:.:.:.:.;;:;::::::::::::::::::::::;;::::::::::::::::::::::;:::::;:::::::;:::::;:;:;::::::::::::::::.:.:.:.:.:.:.:.:.:.:.:.:..... 7
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The Adventurer (continued...)

Plus Shipping & Handling

ONl.Y

$4999

Tired of Switching Cables?
Switch To

the ST and .05% for the Amiga
which he said add up to 1.1%. The
math doesn't work, as you can
easily see, so I have assumed he
meant .6 rather than .06. Right.
Slightly over HALF of ONE
percent.] Recently, I was reading
an article in which a game
company software executive was
incredibly excited and pleased
about one of their titles having
gone "Silver". It's an SPA award
and a distinction that few games
receive. It means that the total
sales on all machines for that game
was over 50,000. Multiplying this
out means that the ST sales were,
as an average, about 300.
Whoopee. But there's another
problem: The .6% figure was for
ALL software, but we were talking
about games, and ST owners buy
more 'serious' software than they
do of games, and far fewer than
the average Infocom games. In
addition, very few pieces of
software qualify for the prestigious
Silver Award. Oh. Hmm. Maybe
th at figu re of 100 wasn't so low
after all.

The problem I run into is that
the sales figures don't jibe with the
number of people playing a given
game. Infocom is reluctant to
point at anything other than what
th eir research sh ow s [th at th eir
games don't utilize the machine's
enormous capabilities], but it
certainly is clear that something
else is going on. Certainly a part
of the problem is distribution.
Ever since B UREA UCRA CY
came out, there's been a problem
aU over the country. A guy in San
Francisco complained that he
couldn't find the IBM version. In
Detroit only the ST version was
available. In Miami only the ST
version was not available. In
addition, there are those who own
more than one brand of machine.
Often they will reserve the ST for
games or other applications which
use more of its capabilities, and
play Infocom games on their old
Apple or their IBM, etc .
Unfortunately, this cannot account

(continued.. .)

• Single push-button switches between your color and
monochrome monitors.

• Preye!1ts damage to your cables and computer by
omitting the need to plug and unplug your monitors.

• Custom molded case and cable matched to the ST.

• High quality construction ensures no picture or sound
degradation."

• Audio jack enables the ST's sound to be fed into your
VCR composite monitor or stereo.

• Composite jack brings out composite video on ST's
with RF modulators.

r&r Practical ~
• SolutiON 602- 884-9612
1930 East Grant Road, Tucson, Arizona 85719

MONITOR MASTER'·
for the Atari 1M ST

You cannot buy them from your
dealer or from any other mail order
source.

C) BEYOND ZORK will be
available for the ST. (It has
graphs, on-screen mapping, and is
an enormous game. More about it
later .)

D) "The availablity of future
titles on the ST and Amiga will be
decided on a one- by- one basis. If
the Powers-That-Be think a title
will do well on those machines, it
will be published (though perhaps
by mail- order only). This would
include products th at use th e
capabilities of the hardware
unusually well. It would NOT
include traditional text adventures,
for the most part. Such titles will
NOT be available on the ST or
Amiga, even by mail- order." *

or 1-201-567-8723 from overseas
and Canada, or by writing to:

INFOCOM
P.O. Box 478
Cresskill, NJ 07626

E) Anyone who wants to order
1000 or more copies of any title on
any machine for which a driver
already exists, will be accomodated.
Drivers exist, if similar types of
games have been produced for the
hardware in the past. You cannot,
for instance, order 1000 copies of
Trinity for the 8- bit Atari, but you
could order most any past or future
game for the ST or any small size
game for the 8- bits.

There has been a great deal of
controversy concerning one specific
sales figure which was given to me
by Cynthia Weiss, Director of
Public Relations at Infocom. The
figure is "less than 100 copies of a
given title for either the ST or the
8- bits." I called to check, and while
it has happened, they will not
confirm it as an average. On the
other hand, they do not deny it.
This number does not compensate
them for the labor involved in
processing it through the driver and
copying the disks, the materials cost
(disks, labels, packaging, etc.),

.~~~~~~1111111 " distr ib u tion, and

the ill will of
distributors and
dealers when it
doesn't sell. Th e
controversy was
so heavy that I
decided to ch eck a
bit further. I
checked with a
representative of
another game
company and he
was mildly
surprised but not
enough to suggest
I recheck the
figures. Next, I
called the SPA
[Software Pub
lishers of Amer
ica] and Ken
Wasch informed
me [for pub
lication] that the
ST has a .6%
overall market
sh are. [Actually,
he said .06% for
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COMPUTERS
MEGA2 8T • ~ MONOCHROME ~ 1549,95
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MEGA4 ST • .. COLOR $2299.95
520 ST MONOCHROME $599.95
5208T COLOR $749.95
1040 ST MONOCHROME $849.95
1040 ST COLOR $999.95

FLOPPY DISKDRIVES AND HARD DRIVES
ATARI SF314 ST DOUBLE-SIDED DRIVE $ 224.95
ATARI SHD204 20 MEGABYTE HARD DRIVE $599.95

PRINTERS
NX 10 120 CPS DRAFT 130 NLQ $224.95
PRACTICAL PERIPHERALS 300/1200/2400 bsMODEM $229.95
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8M 124 MONOCHROME MONITOR (limit one) $124.95!!!
The Computer Room is a fully authorized ATARI sales and service center. We service both a-bit
and 8T products. We also feature one of the largest selections of 8T software in the area.

THE COMPUTEIIOOM
981 WEST COMMERCIAL BLVD" FT. LAUDERDALE, FL 33309 305· 771·9035
YOUR ONE·STOP AMIGA AND ATARI DEALER Atarl and Amiga REPAIRS ON-PREMISES!
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for the enormity of the problem, or
the fact that there seem to be a lot
more pe~ple playing on a given
mach ine than I nfocom's sales
figures can account for.

By now, you all know what I
think the problem is. Maybe I'm
paranoid or exagerating. Well, it
might help to look at an example.
Let's start small. Some guy in
Anywhere, USA goes to the store
and buys an Infocom game. That
nigh t he and a couple of friends
start working on it. Pretty soon
they get stuck but they're not sure
when they'll be able to get together
again, maybe not until next
weekend, so in addition to the
legitimate backup copy the guy
who bought it has, they make two
more copies for each one of the
others to take home. They work
on it at home, and a couple of days
later, a friend visits one of them,
and is given a copy. Later, th is
person is talking to a friend who's
moved out of town, and so it gets
uploaded to the friend's bulletin
board. Well, it's not a very big
board but it gets a few callers and a
week or two later it's been dl'd by
15 or 20 people. Turns ou t one of
the downloaders was out searching
for stuff for his bbs and up it goes
onto another board, a bigger one
th is time, so it gets 30 or 35 drs in
a week or so. By the time 3 or 4
weeks have gone by, it's on a
handful of bbs's (10 or 12) with an
average of, say, 15 dl's each, in
addition to those who have passed
on copies to friends directly. Oops.
Now we're talking rather large

percentages without passing
anywhere near the bounds of
credibility or even looking at large
figures. That's the problem with
machines like the ST or the Atari
8- bits. The total potential market
is so small that the percentages rise
astronomically without correspond
ingly large num bers, and we never
once mentioned the huge
distribution networks. There are
some very sophisticated networks
specializing in unauthorized
software, but the scope of the

problem is clear without even
considering them.

An interesting message popped
up on Garners' recently. One of
our newer mem bers was talking
about various games, and things
were progressing in the normal
fashion, when he suddenly
commented that he had, in addition
to the game he was currently
playing, a pirated copy of another
[he named it but I forget which
one it was], but didn't yet have any
docs because his mother had them
at work so she could Xerox them
for him. How nice. I wondered if
she also sews big pockets on the
inside of his jackets so he'll have
plenty of nice new clothes and toys.
How does any p aren t justify

helping their child to steal?

The bottom line is
that Infocom
games for Atari
computers just
don't sell.

I have debated for quite a while
whether to put in the following
campaign. My concern is that, if
Infocom should change its mind
but find their sales figures
unchanged, our lack of general
support will be cast in concrete
forever. However, hav ing pointed
out the problems, I'm sure you too,
understand what is involved, and
what can happen if there is abuse.

Three of the Forums on
CompuServe [AtariI6, Garners',
and AmigaForum.] have started a
letter-writing campaign to Infocom
in an effort to convince them that
there really is a market for their
games on those machines. For this
to be effective, we need to make
certain that our letters are

thoughtful, and address the
problems that Infocom has. For
instance, if you have not been
buying Infocom games because
your dealer had difficulty getting
them [not applicable to Nord and
Bert or Plundered Hearts but
otherwise one of the better
reasons], you just bought your
machine last week and planned to
stock up in the future, or you
haven't been enthusiastic about
specific aspects of their more
recent games, tell them so. The
main idea is to convince them that
there is an untapped market,
which, if certain problems within
their control are remedied, will
increase the sales to a profitable
level. One comment which has
been made more than once, is that
increased hardware sales would be
a specific reason for Infocom to
reth ink their position.

Please make sure that you
understand their current policy
before you write. In addition,
please do not write if you merely
want to let off steam [Letters sent
to EA addressed to "Drip Dorkins"
were specifically
counter-productive], or if you do
not plan to buy your software from
a legitimate source. We simply do
not need to have letters showing
Atari owners off as lunatic
crackpots, or pirates. The
reputation as a "game machine",
and the low hardware sales volume
are enough problems -- we don't
need to add to them.

The address is:
INFOCOM
125 Cambridge Park Drive
Cambridge, MA 02140

BEYOND ZORK is/was due
to ship on October 15th, and the ST
version will be available to dealers,
as was customary in the past.
Written by Brian Moriarty, who
also wrote TRINITY and
WISHBRINGER, BZ is a new and
very different chapter in the series,
rather than a sequel to Zork III. It
is larger in size and scope than the

(continued.. .)



The Adventurer (continued... )

.11 t;..{llll~ ,'~ l1JI.i.~illli1 1;

't I ~lltl ;,(.'tf:11 I ""1I1\1~1 ie'I.;.,;, ~

* ONLY $25.00 for 6 Months *
No Sign-Up Fees / No Online Charges

COMPUTALK TCSTM
The BBS for you r AtarrM

Call today and sign-up online for a trial account.
(817) 589-2588 (Dfrect Access)
(214) 589-2588 (using PC Pursuit) lMastelCard.j

VISA

o

Bureaucracy: How do J get
money? J have a check, but it's
negative and I can't seem to alter it.

A. WelI, the tellers at the bank
have alI sorts of bureaucratic rules
they have to folIow, but there's no
reason you have to folIow them as
well. And, of course, if there's no
rule for it, they'lI have to bend the
circumstances to fit whatever rule
comes closest. Usc it to your own
advantage.

there, but the ones in this game
don't work. With alI that power,
you ought to be able to make a nice
big hole for yourself.

• Network of 6 Atari computers linked together.

• Compu-Gab. CB Simulation with both Public and
Private areas.

• Compu-Trek. one of 5 Multi-User Online
Adventures.

• Over 2,000 downloads for both the 8-bit and ST
Co m puters.

• Accessible through PC Pursuit.

• Onlin e Conferen ces, Message Bases, E-M ail, Atari
News. and more!!

L[]mpUTALK TeS
P.O. BOX 18346 / Fort Worth. Texas 76118

Guild of Thieves: Someone told
me they had heard about a certain
item which would save a whole lot
of time and effort in this game. but
couldn't remember what it was.
A. I don't want to talk about it,
since I didn't hear about it until
after I 'c finished the game. <sigh>
Oh well. There's a certain "good

luck charm" lurking quietly, where
you m igh t expect to find such an
item. It's not a rabbit's foot either,
and you don't want to hang it over
your door. In this game, it would
probably fall on your head.

Leisure Suit Larry: Do I need
the pills, and if so, how do I get
them?
A. You need them, but you're
probably not far enough along in
the game to have the means.
There's a useful item close at hand,
but you also need something to
keep you from falling onto the
sidewalk:.

Question Time:

Lurking
Horror: What's
with the brick
wall. and the hole
with the rod? It
seems like I need
to bring more
equipment down
there but it won't
fit.
A. Look
carefully through
the hole you
made, and th ink
about your map
and what might
be on the other
side. Th at's not
lab equipment
you see in there,
it's heavy
machinery.
Normally, such
things have
safety interlocks
to prevent you
from getting in*Brian Moriarty

entire Zork Trilogy. You are an
innocent adventurer who finds the
G.U.E. plunged into chaos. The
wizards who formerly kept order
have mysteriously disappeared,
rampaging monsters rule the
streets, and ci v il disorder has
spread across the land. You have
been sent by the few remaining
enchanters to reclaim and hide the
fabled Coconut of Quendor.

BEYOND ZORK boasts a slew
of new features, most of which are
firsts for an Infocom game. It has
certain elements normally
associated with role- playing games,
such as monster figh ting, bartering,
magic, and the ability to choose
your character attributes (strength,
endurance, compassion, luck,
intelligence, and dexterity). In
addition, these attributes increase
as you gain experience, and do
battle with enemies. It allows you
the option to choose bar charts
showing your location and
inventory, as well as an on-screen
map which allows you to chart
every move. You can also choose
not to have them on your screen.
There are programmable function
keys for frequently-used
commands, a four- color screen
display, optional mouse control for
movement, and an "undo"
command. You can even name
your own monsters and objects to
increase the game's vocabulary.

Nevertheless, BEYOND ZORK
is still an Infocom game. You still
type in sentences and get sentences
back, your main goal is still to
solve puzzles, and "There are no
representational pictures at all; no
animated dragons or axe- shaped
blobs of color. 95% of the
information is still presented as
TEXT. Of course, the new
programmable windows and
function keys make all this a lot
friendlier than before."* Still,
Brian's an RPG fan and it should
appeal to a much wider audience
than many of their earlier games.

:::::::::::;::::::::::::::
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By David Hona
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Hello! This is my first of what
the editor and I hope to be a
regular column in the "JOURNAL"
of my experiences with, and
thoughts on, the ST, and
computers in general. It's also a
platform for me to share my
personal opinions [and not
necessarily the publisher's!] and
views. I hope you may find
something of interest in this and
future columns!

This issue, I thought I would
tell you a little about myself. I live
in the city of Tauranga, in a small
country called New Zealand - you
may already have heard of it (No?
Get your world atlas out NOW and
look it up!).

In case you are wondering
about the title of this column, a
Kiwi is noctural native bird of New
Zealand. The residents are also
called 'Kiwis', as a sort of national
nickname, and New Zealand is
sometimes called 'Kiwiland.'

Most people who have heard of
New Zealand, associate us with

what we export to the rest of the
world ... Kiwifru it, wool, dairy
products and other primary
products. Some also know us from
a few famous Kiwis' that are
well-known in some overseas
countries, such as Sir Edm und
Hilary, the first man to climb to
the summit of Mount Everest.

I am a programmer, but I have
not yet really gotten into any
serious work with my ST. I work
with the "Pick" operating system,
which is a rival to Unix, both are
mini-compuer operating systems,
that are often compared, in the
same way that MS-DOS and
GEM/Macintosh/MS- Windows
often are. That is, an
old- fash ioned, crude operating
system compared to a
sophisticated, yet powerful,
environment.

The 'window, icons, mouse and
pull-down menus' (or WIMP)
environment of the GEM,
Macintosh and MS- Windows are to
easy to learn, flexible and, to use

the jargon - 'user friendly'.
Anyone who has had the
misfortune of using Mess- DOS will
tell you that the 'A>' system
prompt is as friendly as a charging
bull! Admittedly, MS-DOS is
flexible to some extent, but not
what I call powerful. It is
essentially a remnant of the early
days of microcomputing. Unfor
tunately for us, IBM dusted it off
and packaged it with their now
infamous PC (depending upon
whom you talk to), and put the
microcomputer industry back
several years in the process.

I probably should explain how I
came to write this column. It all
started a couple of months ago,
when I got my modem. At first, I
accessed a number of Bulletin
Board Systems in New Zealand,
and accumulated a large
long-distance phone bill in the
process! Unfortunately, we ST
users are still few and far apart
over here, and while I belong to
three Atari users' groups, I was not

(continued .. .)
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satisfied in my quest for
knowledge with my ST!

I use 'Flash', a popular
telecommunications program, that
also comes with a free
subscription, and introductory
access-time credit, to
CompuServe (CIS). When I first
bought Flash, I didn't expect that
I would actually use the
subscription.

I intially thought of logging-on
to the local bulletin-board and
maybe a few long- distance calls to
other BBS's in New Zealand.
However, after a few enquiries
with Telecom NZ, the local phone
company, I signed up for a
subscription to the Packet
Switching Network (Pacnet). It's
our version of Tymnet, Telenet,
DataPac etc., and enables access to
the International Packet
Switching Network.

A couple of weeks after
applying, I was contacted by
Telecom. Th ey asked me to
return a form they were sending
for a Network User ID/password.
I eagerly awaited the form, and
duly returned it, posthaste! A
week or so later, I had another
read of the Pacnet instruction
booklet they sent me, and had go
at logging on. No joy!

I also remembered that I
needed CompuServe's Network
User Address (NUA), and since I
didn't know anyone who knew
what it was, I rang CompuServe.
Unfortunately, if you live outside
the US, you can't use the
long-distance-free "800"
numbers! After I had been put on
'hold', and 'brain- washed' by a
sort of 'message- while- u- wait'
telephone answering machine,
preaching against the proposed
FCC (Federal Communications
Commission) charges, a pleasant
(human) voice finally answered!

Before I could ask my question,
this voice requested my
CompuServe ID number and
name, which I provided. Now, I
carefully explained what I
wanted. "Hrnmmm ...I'm not sure.

I'll have to ask my supervisor. I'll
call you back, when I've found out
the answer, ok?" (GREAT! I
won't have to wait! Big
long-distance bill mounting here!)

So I provided my phone
num ber, hung up the phone, and
waited for the return call. Fifteen
minutes later I heard, "Sorry, but
we don't have a NUA or anything
like that, but we DO have this
phone number for a person in New
Zealand with Telecom, for you to
try."(what?)

" ... m y P a·c net
password had
been mistyped by
Telecom, so it was
impossible for me
to use."

Why didn't I try Telecom first?
Being a large organisation, it is
extremely difficult to find the
right person to talk to, especially if
you are talking to a
telep h one- directory operator,
trying to find a number for
anybody in Telecom who deals
with computer modems etc.
"Sorry, can you repeat that again?
A computer what?"

Well that day, I got the right
person, thanks to CompuServe,
who supplied me with all the NUA
access numbers to CIS that they
knew. Now, who would like to
place a bet on how long it would
have taken, if I had not rung CIS?
I would say at least a couple more

long-distance calls, and a couple of
weeks!

Now that I had the CIS access
numbers, could I go on-line! No?
Unfortunately not, my Pacnet
password had been mistyped by
Telecom, so it was impossible for
me to use. Sigh. Yet another call
to Telecom.

A little. diversion
Things were not looking very
promising. At the time, I was
helping a fellow member of the
Tauranga Atari Users' Group,
with the transfer of his
AtariWriter text files to IBM 5.25
inch PC disk format. Jack
Harrison-Smith, is semi-retired
and keeps busy, writing books
among other things. For the last
couple of years, he had been quite
content with his Atari 130XE,
1027 printer, 1050 drive and
AtariWriter.

Jack had become accustomed to
the machine's and the software's
shortcomings, but his publisher
had told him that he would have
to supply all fu ture books on
IBM-PC format disks. Neither
Jack nor his publisher knew that
Atari DOS 2.5 was not PC format,
or even anything remotely like it!

Someone had told him that it
was possible to transfer these files
over, but who knew how? That's
where I came into the picture. He
had made a few enquiries and I
was recommended by everyone he
spoke to! Always ready to help a
fellow Atarian, I eagerly agreed to
see if I could help.

I explained that the proceedure
we were going to perform was
what he would have to do every
time he had to send a disk away.
The problem was that he had a lot
of files in Atari format disks, in
the form of ATASCII text and
VisiCalc spreadsheet files.

It didn't take Jack long to
decide to buy a IBM PC-compat
able!

Basically, all I needed was a
serial interface for Jack's 130XE.
Jim Newman, Jack's son- in-law
had a PC available, and ready to
accept the file transfer. No one in
our users' group had a suitable
serial interface, so Jack bought
one locally. Another club member
supplied 'RTERM' for the 130XE,
since the software supplied with
the interface never worked. At
the PC end, we used 'Procomm' (a
'shareware' terminal program,

(continued... )
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T HIS MONTH'S SPECIALS!
Atari 520STFM MONOCHROME SYSTEMl
Includes:

512K of RAM $529 95.
Built-in Single-Sided Disk Drive
Built-in Modulator for TV Connection!
Paper-White Hi- rez (640 x 400) Monitor

Atari 1040ST COLOR SYSTEMl

includes: $949 95
1 Megabyte of built-in RAM
Built-in Double-Sided 720K Disk Drive
RGB Color Monitor, BASIC

Supra 20-megabyte Hard Drives ....................................... ~599,95!
See our VV-I- 0- E- seiection of PRINTERSl
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New Software Arrivals!
• HARO BALL· • FLEET STREET PUBLISHER·

• MUSIC CONSTRUCTION SET· • DeskCart •
• GFA BASIC/COMPILER· • Z-Time· ·220 ST •
• STuff· • FLIGHT SIMULATOR SCENERY DISKS·
• JEWELS OF DARKNESS· • SILICON DREAMS·
• MICROLEAGUE BASEBALL· • CAD-3D 2.0 •

• GRIDIRON· • PUBLISHING PARTNER·
• SINBAD· • NEW ANTIC SOFTWARE·
• PHANTASIE III • • MICRO LAWYER·

• STEREO TEK 3D GLASSES· • VEGAS CRAPS·
• PHASAR •• ATHENA II· • PINBALL WIZARD·

WE HAVE APPROXIMATELY 300
ATARI XLIXE AND ST

SOFTWARE TITLES IN STOCK!

New Software Arrivals!
·221 BAKER STREET· • RAMBO XUXE·

• WAR GAME CONSTRUCTION SET·
• MAIL ORDER MONSTERS· • GUDERIAN·

• VOICE MASTER· • KYAN PASCAL·
• TOUCHDOWN FOOTBALL· • PAWN·
• CHESSMASTER 2000· • GUN SLINGER·

• EARTH VIEWS· • BOP 'N WRESTLE·
• 8-TIME· • ROMMEL· • ARCHON II·

• STICKY BEARS SERIES· • ACE OF ACES·
• LURKING HORROR· • ANTIC SOFTWARE·

• F.S. II SCENERY DISK #7· • TRAIL BLAZERS·
• CYCLE KNIGHT· • STATIONFALL·

• ETERNAL DRAGGER· • RAINY DAY GAMES·
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760 N.E. 167 St. 948-8943
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which is no match for 'Flash ').
The link between the two
computers was a serial RS-232C
cable and a null modem connector.

Now we had the physical link
up and running, but there were
problems with setting both
terminal programs' parameters.
After some trial and error, we
progressed from transfering the
files at 300 bps to 19,200 bps.
Because the two computers were
'hard- wired', we could without
many errors, use the highest speed
available.

After showing Jim how to
transfer the files, I left him to it.
Now, Jack has his PC-compatable,
his trusty 130XE, and is hoping to
sell the latter when he's satisfied
with the all the file transfers.

Back to CompuServe
Jim Newman was interested in

modems, so I lent him mine for a
couple of days. It also just so
happened that Telecom had
corrected the problems with my
Pacnet account, so it was ready to
go! I called Jim, and told him the
good news, and then I went over to
his house and dialed up Pacnet (a
local call), entered the necessary
passwords, then one of the CIS
access numbers. About thirty
seconds later, I was ON-LINE to
CIS!!! (About time, too!)

The initial sign-on was a REAL
drag, but I answered each question
as prompted, in eager anticipation
of things to come. In no time I
was allowed to use the
service...first stop 'Antic On-line.'
Next, 'Atari-16' forum. Jim
wanted to see something about
Wordstar 2000, so I joined the PC
forum too! This was fun!

After a couple of weeks of using
CompuServe and long since
exhuasting my $15 free time credit,
I saw a interesting message in the
Atari-16 Forum. It was from Jack
Durre' about GDOS and Postscript.
I, uncharacteristically, felt strongly

enough about the subject to
comment to Jack about the
situation, as I saw it!

Since then, Jack and I have
become regular correspondents via
CompuServes' Easyplex electronic
mail system!

One day, I asked Jack what the
'Journal' was, that was often
mentioned on the Atari-16 Forum.
He offered to send me a free copy,
wh ich he did, and I enjoyed
reading it. He also 'volunteered' me
to write a regular column in The
JOURNAL, abou t Ataris in New
'Zealand, so, here I am!

PostScript vs. GDOS
Both Jack and I, in case don't

already know it, are not big fans of
Ataris' GDOS. Sure, it has some
merits, but creating your own
standards just won't work. Unless,
of course, you happen to named
IBM or Apple.

GDOS may have many merits,
but it represents a futile allempt to
establish yet another "standard".
As I see it, we wouldn't be in so
much of a dilemma of PostScript
versus GDOS, if Atari had, from
the outset, incorporated GDOS as
an integral part of GEM/TOS,
much as Apple has with the
Macintosh's QuickDraw routines.
Because it is not resident in the
operating system, like QuickDraw,
programmers are not so 'obliged' to
use GDOS.

PostScript is what is known as
'device- independent'; it is also
'transportable' between computers.
As a result of these qualities, it
becomes a "desirable standard".
For all it's advantages, PostScript
in its' present form is designed
primarily for output to
high-resolution laser printers.
Although the prices of laser
printers is gradually falling, they
may still be out of the reach of the
average ST owner. Especially
when you consider that a basic
PostScript laser printer would cost
at least four times the cost of a ST!

So where does that leave the
average ST owner with a
Epson-compatable dot matrix
printer? Stuck with GDOS! I
think that GDOS will be around for

at least the forseeable future, but,
with Atari these days - who really
knows what going on!?

I was talking to the system
operator (Sysop) of the Adobe
Forum on CompuServe, Esther
Kletter (an Adobe employee), and
asked if there was any sign of a ST
version of Adobe Illustrator.· This
program, along with the likes of
CricketDraw, by Cricket Software,
uses PostScript to produce fantastic
graphics. Unfortunately, they're
presently available only on the
Apple Macintosh. Esther said, that
at present, Adobe is currently
working on a PC version, but that
she would bring my inquiry to the
attention of their programming
team.

Adobe Illustrator is, as the name
suggests, a illustration and design
program. Definitely not a 'paint'
program! It utilises PostScript's
ability to 'draw' graphics. With a
'paint' program - you draw the
picture, and the resulting image is
merely transfered from the screen
to your printer. The result is a lot
of 'j agged' Ii nes or Ii tt Ie blocks
(pixels) that make up your image.
PostScript 'knows how' to draw
lines, arcs, circles, etc.

For all you Magic Sac owners,
the bad news is that Illustrator
requires the 128K ROMs to work
properly.

Where to send...
... abuse, rumours, questions,
answers, corrections, and
preferably, praise, to...
Seriously, if you really would like
to discuss any thing I've mentioned
in this column I can be contacted
on CompuServe, where my PPN is
73637,306 - where I am regularly
there on most weekends on the
Atari16 Forum. Or write to me in
care of the JOURNAL.

o
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External Speaker Jacks for Your ST Monitors
by Rick Leinecker

Author of "Your ST Comes Alive!"

One of the most common
questions that I am asked on my
BBS has to do with how a person
can connect an ex ternal speaker to
their ST monitor. Sometimes users
are experimenting with sound
programs, or maybe recording a
tune using a music program, or
many other, interesting, creative
th in gs, and th ey requ ire a better
quality than the ST monitor's small
speaker.

The installation procedure is
very simple, can be done with very
few tools, and should only

,r--- take fifteen min utes. Once in
place, the sound can be sent to
an external speaker, into an
amplifier, or into a recording
device. Unfortunately, in
order to correctly match the
impedance of the original
load, the monitor speaker
must be disabled when
driving anything with an
input impedance less than 100
ohms. In general, this means
th at wh ile your stereo or
recorder can be driven
simultaneously with the
monitor speaker, another
external speaker must be the
only speaker connected.

The Monochrome Monitor
I will detail the instructions for

both the SM124 (monochrome)
monitor and the SC 1224 (color)
monitor -- First let's start with the
SM124.

Begin by disconnecting the
power cord, and also the signal cord

~ from the computer. Place the
monitor face down on a surface that

will not damage the screen. There
are a total of five phillips screws
that hold the case together. Two
are at the bottom, two are at the
top, and one is in the middle near
where the power cord goes into the
monitor.

Once the five screws are
removed, gently slide the case up.
The speaker wire will be the only
impediment to complete removal of
the case. These two wires will
probably be white and yellow.

Figure 1· Open Jack

They are connected to the PC
board with a plug. Gently pull this
plug away from the PC board
being careful not to pull the wires
from the plug itself. Now the part
of the case which contains the
speaker can be taken to your
workshop for the installation.

The size of the jack will depend
upon what your intended use will
be. The two types of jacks that you
must choose from are the "open"

type and the "closed type". The
open type will allow the monitor
speaker to remain in operation
while the external device is
plugged in. The closed type will
turn the monitor speaker off while
the external device is plugged in. I
would suggest installing one o(
each type so that you have the
availibility of both. Remember that
for external speakers you need the
closed type, wh ile for higher
impedance devices you can use the

closed type, although the
open type will work as well,
albeit allowing the built- in
speaker to continue to
operate.

Drill the holes in your
monitor (ouch) in a location
as near the speaker as
possible, but towards the
fron t of th e case. Insert th e
jack and fasten it in place.
To install the open type,
solder the ends of two pieces
of wire to the speaker, and
then to the two tabs of the
jack (See Fig. 1).

To install the closed type
is a bit more difficult. Let's
get a point of reference for

this discussion. There is a large tab
that holds the plug when it is
inserted. Looking at the back of
the jack, hold this at the top and
consider it as twelve o'clock. (See
Fig. 2)

First, unsolder one of the
speaker wires and remove from the
speaker. Solder this wire (the other
end of which goes to the PC board
plug) to the tab on the jack that is
located at six o'clock. Connect a

(continued... )
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wire from the speaker tab that still
has a wire going to the PC board
plug to the tab on the jack that is
located at three o'clock. Finally, to
the speaker tab that has had the
wire removed, connect a wire to the
tab on the jack that is located at
nine o'clock.

into place. Install the five phillips
screws and you are done.

The Color Monitor
If you are installing a jack in the

SC1224 monitor, the procedure will
be almost the same. Place the
monitor face down on a safe

surface. Once again
there are only five
screws to remove.
Two at the top, one
in the middle, and
two at the bottom.
There are another
two screws towards
the bottom that
should not be
removed. Be
careful that the two
screws at the
bottom that you do
remove, are the
closest to th e rear

that you have enough slack wire so
that you can reassemble the case
easily.

Here are several words of
caution though. before you begin.
Inside of the monitor there is very
high voltage. Never remove the
case without first unplugging the
power cord. Even with the power
cord unplugged, there may be
voltage on some of the capacitors.
Either allow time for these to
discharge, or be extremely careful.
The monitor tube is very fragile.
Obviously if you drop it it will
break. With the case apart though,
it may react to impacts in a way
that may surprise you. Be sure that
you are gentle when handling it.

If you have any questions, please
feel free to call the Computer
Spectrum BBS and ask. The
number is (305) 251-1925,
300/1200 baud.

Figure 2 - Closed Jack

To connect both the open and
closed types together, begin by
installing the closed type first as
was previously described. Solder
additional wires to the tabs located
at three and nine o'clock. These two
wires can then be soldered to the
tabs of the open type jack. (See
Fig. 3)

To complete the job, reconnect
the speaker wire plug to the PC
board. Gently slide the case back

of the monitor.
Gently slide the case

off. The speaker is not
mounted in the case so
you will be able to
completely remove it
from the chassis. The
speaker is mounted to
the monitor chassis
itself so you will have
to run wires from there
to the case once your
jacks have been
installed. Make sure

Figure 3 - Combined
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..----- . Part 13
by Steve Tearle

:I-I:ardcopie s ... S oft:h e ads

Here we go again. The Atari ST
computers and printers. This is an
endless battle it seems. Every time
I log onto a national telecom
munications network, there seems
to be a new ST owner who posts
something to th is effect:

TO: ANYONE!
FROM: Joe NewSTowner,

72445,0033
RE: Help Me Please Anyone Oh

Please Read This I Beg You

Can anyone out there help me. I
just bought a new A tari ST
computer and tried to hook it up to
my trusty Zephyer 2000ZX K Type
178 printer. A II I get are odd
characters printed out. Surely
someone out there in A tari ST land
can help me. This printer worked
just fine with myoid CoCo model]
and Zephyermaster wordprocessor.
Please reply. Please. Erk!

Alright, so I exaggerated just a
little teeny-tiny bit. But a lot of
"Joes" seem to need a little tutoring
on the ST-to-printer connection, so
here goes:

The ST computers were well
designed. Rather than buck the
system, like our friends at Apple
with their Macintosh, Atari decided
to 'go with the flow'. Every Atari
ST compu ter comes with a built- in,
ready- to- go Centronics parallel
printer port. This printer
connector is an industry" standard" ,
that accepts inexpensive PC-type
printer cables. Atari didn't stop
there either. The engineers at
Atari knew that the most popular
printer being sold in the world
today was the Epson. The Epson
printer line is so popular in fact,
that other printer companies make
their printers 'Epson Compatible'
(to some extent..,more on this
later). Therefore, a 'printer driver'

for the Epson printer was built into
the Atari ST operating system
itself.

A printer driver is simply a
program to let the computer
communicate with an auached
printer. If you have an Epson
printer, everything is rosy, and the
ST computer will probably work
fine with just about any text or
graphics program. Screen dumps
(printouts of the monitor screen),
will work fine from the drop- down
menu selection or the Alt- Help key
combination. Yep, lucky is the ST
owner who has an Epson printer.

But wait! What of all those
'Epson compatible' printers? Many
folks own printers that 'emulate'
the Epson machines, but just as in
the world of computers, an IBM
PC-compatible computer is not
quite anIBM-PC, and an Epson
compatible may not really be an
'Epson', in every sense. Many of
these printers may have small
quirks that prevent 100%
compatibility with the Atari ST.
Sometimes the compatiblity is
almost perfect, as in the case of
many of the Panasonic printers.
The Epson printers are premium
quality printers, and command
prices that are premium as well, so
the lure of "compatible" printers is
understandable. Be careful though;
don't be suckered in by low prices
and promises of compatibility, ask
around, compare, read reviews, and
as always, try the printer out first,
if at all possible. Sometimes, a
printer which seems to work fine
with most of the software that you
have tried, may still have a
problem with certain programs.

Now for the fun part, hooking
up printers to the ST that aren't
Epsons or Epson compatible. First
off, if you have a printer that
doesn't have a standard Centronics
connector, you have a major

problem. My suggestion would be
to start thinking about replacing
your printer.

Let's say that you did buy a
printer that's not Epson
compatible, but has a Centronics
parallel port. Well, all hope is not
lost, as there are some solutions.
First, some programs like Print
Master, have their own printer
drivers built in, so check the
software you are using first, you
may be pleasantly surprised! There
are public domain programs
available that allow you to
configure a printer driver that will
be loaded automatically from the
desktop, in an AUTO folder. I use
one that looks for any DEGAS or
DEGAS Elite printer driver you set
it for, and that driver then replaces
the Epson printer driver in the
ST's operating system when you
boot up on that disk. There may
also be commercial programs that
contain printer drivers, that you
can configure for that 'oddball'
printer. If you plan on configuring
a printer using programs
commercially available, be
prepared for spending a lot of time
with your printer's manual, and
lots of time testing and fooling
around.

Don't think that the process of
geuing less popular printers to
work with a computer is confined
to the Atari ST. Actually, the ST
and the IBM computer are the
easiest computers that I have ever
hooked printers up to. The Apple,
Radio Shack, and Commodore
computer printer hookups are
nigh tmares! Even ye olde Atari
8- bits had configuration problems.

So cheer up bunky! Things
aren't as dark as they seem, all
those 'Joe' new St owners out there
DO get answers, most of them are
even encouraging!

o
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There comes a time in the life
of every ST user when he or she
will get tired of searching through
piles of floppy disks, looking for
the right stuff. Before the SH204,
20- megabyte mass- storage device,
1'd always Lhought of a hard drive
as the Florida to Texas run with
the A/C broken. Somebody Lold
me that it wasn't a trip, but raLher
a Winchester, wh ich made me
wonder if someone had taken the
law into their own hands on the
piracy issue. 1 asked that person
whaL they were driving at and they
told me that in order to get my
data in order, 1 needed to get a
hard disk. (A girlfriend of mine
once said something to the same
effect as 1 sat in front of her,
floppy disk in hand.)

1 did a lot of research before
deciding on the SH204. Computer
S hopper had scads of hard disk
drives, most of them in the $200 to
$300 price range. This raised a
giant question in my mind: If the
Atari has a built-in hard disk
controller, which is supposed to cut
the cost of having one in your hard
drive, how come the SH204 runs in
the $500 Lo $600 price range? 1
set out to on a quest LO find the
answer, using all of the tools
available to a modern man in Lhe
computer age.

My first stop was the ALari
16-bit forum on CompuServe. Not
surprisingly, assorted messages had
been left on the subject and most
of them were negative. "You can't
have more than 40 folders
[sub- directories] on it," said one.
"Supra fixed that problem with an
autoboot file," said another. "Does
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the Supra autoboot file work with
the Atari drive?" asked the first.
"1 don't know. 1 don't th ink so,"
replied the second. 1 started Lo feel
paranoid.

My nexL SLOp was the Atari BBS
in Sunnyvale. There was a large
discussion between some fellows
(kind of like two morons discussing
nuclear physics) concerning the
fact that hard drives for the PC
compatibles were less expensive
and whaL did "Power WiLhout Lhe
Price" have to say to Lhat. The
subject of the 40 folder limitaLion
was brought up, as well. The
official compan y response was
something to the effect Lhat Lhe
hard drives were less expensive for
the clones because they had neiLher
a power supply (Lhey connecL Lo
Lhe bus in the machine and siphon
power from the CPU's power
supply), nor a controller (that's
usually a $200 extra). Not to
menLion the case and the high
qualiLY of the ALaJi drive. The 40
folder limit is only a problem if
you access 40 folders in a session.

This raised anoLher giant
quesLion in my mind: How on
earth did Lhey fit a bus into Lhat
small box? (I Lold myself LhaL
there was a connecLion here to be
made between buses and hard
drives.) Anyway, the explanation
was logical enough and I found out
later Lhat a bus is not someLhing
you drive, it's something you ride;
in compuLer terms, your data has to
ride the bus to work from iL'S
residence in memory. ThaL also
explained another question I'd had
about the term "residenL in RAM."
(Although it raised another

20

mind- boggier about why they
didn't just give the data a car? 1
guess that's why computers are so
inexpensive Lhese days, the daLa
has LO take public Lransportation.)

Wi th all of th is good research
under my belt, I set out for my
local com puLer store and Lold them
Lo order me a 10- no- make- it- 20
meg hard drive from Atari. They
sLared down their long, hard noses
at me and asked, point- blank,
"What are you going to do with 20
megs?" 1 hadn't thought of an
answer to this question, yet. (1
wasn't sure I'd even met one Meg,
leL alone twenLy. I'd had a Sally, a
Gena, and an Eve, but no Meg ...
Where do they get Lhese terms?
Come on over and give Meg a
bite!) 1 quickly improvised an
impromptu response: "I wanL a 20
meg hard drive. I have a righL to
a 20 meg hard drive. Order me a
20 meg hard drive!" All aCLivity in
the store ceased, and silence fell. 1
began to feel a nervous pers
piration seeping up around my
collar as I realized 1 had shouted
Lhe last sentence. Somewhere in
the background a salesman
whispered, "An Atari computer
wiLh a hard drive? No, thaL would
pUL iL in the business machine
league!"

To make a long story short, I
received my SH204 about Lhree
weeks later. The store had ordered
a bunch of stuff from Atari and
asked for hard drive to be shipped
v ia Red Label (e.g. overnigh L
express) and the oLher sLuff via
regular slow- boat. The other stuff
arrived overnight and 1 waited
Lhree weeks for my drive. They
had even ordered a second one, just
in case someone saw mine and
decided Lhey needed to keep up
wiLh Bob Balay. (Don't have LO hit
me over the head wiLh a brick Lo
make me realize I'm a trend setter
around here!)

Anyway, 1 got the darn thing,
and was jusL as disappointed as 1
could be with the looks of the ugly,
pigeon-white, box. I took it home,
despite my disappointment, and

(conI in ued.. .)
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unwrapped it from the shock-proof
container. (Something about
shock-proofing gives you a great
sense of value for whatever it is
that is shock- proofed. A $650
price tag has a tendency to do that,
as well!)

I rearranged my multitudinous
cables and such, and proceeded to
attempt to connect my hard drive
to my 520 ST. My first thought
was, "This thing is too ugly to
disp lay nex t to th e aesth etic
contours of my beautifully-sculpted
keyboard, so I'll put it on the
floor." WRONG! The cable is only
about 18 inches long to 'ensure
reliable data transfer between the
drive and the computer.' "Sure," I
told myself, "it's short because they
couldn't get a transfer on the bus
and didn't want to pay for another
bus ride." (See, I got these things
fingered out!)

I was thus forced to place the
squat box next to my keyboard,
and when I did, an amazing
transformation took place! Instead
of just the sheer, aesthetic pleasure
of the keyboard, I now had beauty
and the box! Its thin lines
travailed back under my computer
desk like the perspective lines on a
renaissance painting. The whole
arrangement screamed, "POWER!"

After following the procedures
on formatting and partitioning the
drive into several logical drives, the
moment of truth came. I re
booted the system and nothing
happened. The fan on the hard
drive was going, and the desktop
came up, but only drives A and B
were showing! Then, I found out
that you have to have the boot disk
in drive A and I felt another sweep
of disappointment. What good is a
hard drive that you can't boot your
system from? Later research
confirmed the notion that Atari
engineers were working on a
solution to this problem.

In any event, I got it to work,
finally, and was quite pleased with
the overall performance. Disk
input and output time decreased
dramatically. Flash!, which used to

take in the neigh borhood of a
minute to load, now takes about
twenty seconds, if that. Compiling
programs, which used to be a
lengthy chore, (I once took in a
movie and went to McDonald's for
a burger and came back just in
time to see it finishing up) now
takes one fifth of the time. And, I
can actually get a problem solved
In a day instead of a week. It saves
time in another fashion, as well. I
don't waste precious minutes
rummaging through my floppy
disk collection, searching for the
right stuff. (It was so bad, that I
actually considered writing a
program to keep track of my
floppies!)

The bottom line? You don't
have to be a businessman or a
programmer to use a hard disk
drive. All you have to do is own
forty or more 3.5" floppies. But
you 'Il probably have an easier time
justifying the expense of one if you
do program, or use programs that
are I/O bound (i.e. you spend a lot
of time waiting on disk accesses).
The speed is impressive, almost like
a 20-meg RAM-disk.

Aesthetically, it is an awesome
enhancement to a beautifully
designed machine. The major
technical problems, at this point,
seem to be the lack of an autoboot
capability from the hard- drive
itself, the 40- folder lim itation (for
which there is now a fix in the
public domain), and the fact that
software manufacturers continue to
place copy protection schemes on
their disks, which prevent you
from installing their applications on
your hard drive. My mass-storage
monolith has given me a whole
new outlook on the power of the
ST. To go back to floppies now
would be like taking the bus after
owning a sports-car!

Post script: Atari has since
issued a series of programs that
will allow you to boot your system
from the hard drive. It's in the
public domain and it works rather
nicely!

-Reviewed by Bob Balay-

o
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LASER
PRINTING

for your Publishing
Partner .DOC files!

If you'd like to produce a
professional-looking document,
but aren't prepared to pay the
high purchase price for a
PostScript laser printer, you now
have another option!

.:. The Afarl JOURNAL will
accept your "Publishing
Partner" .DOC files, either via
modem (at 30011200 baud), or
through the U.S. mail. Upon
receipt, we are usually able to
produce camera-ready copies,
and have them on their way
back to you within 24 hours!

.:. The Afarl JOURNAL utilizes
a OMS PS 800+ laser printer,
which has many built-in fonts
not yet available for dot matrix
output, PLUS having a number
of unique downloadable fonts,
allowing you to better design
yourpart~u~rdocume~.

.:. We can provide a sharp, clear
camera-ready original on
smooth, coated paper stock,
as well as a bond paper
working copy.

.:. While there are other laser
printer services available to
IBM and Macintosh users, who
will deign to "allow" an ST user
to make use of their facilities,
we are an ST-based firm, and
are well-acquainted with the
vagaries of this particular
system.

.:. We believe in the "personal
touch", and prefer to provide
voice support and advice by
telephone. If YOU'd like to learn
more... GIVE US A CALL!

(305) 382-1900



WAR IS HELL! That must be
the biggest cliche' used to describe
mankind's need to conquer and
destroy itself - - Well, I have a
cliche' of my own to use -- NO
WAR IS HELL! Like the German
war machine on the coast of
France, I've laid here, waiting for
the eventual invasion to
happen ...Only I wanted to be
conquered.

Well, the invasion has finally
hit the beaches, with the release of
Colonial Conquests, Great
Battles, and Empire. The first
two programs deal with the past.
Colonial Conquest is based on the
Imperial expansion of the late
1800's and early 1900's, while Great
Battles is based on selective battles
of the Civ il War, and Napoleon's
Campaign.

Empire's theme is based on the
futuristic conflict between the
Krellan Empire and the United
Galactic Alliance. If you have
played the program Star Fleet I,
also created by Interstel, then you'll
find the story line to be a
continuation. If you have seen any
of the Star Trek episodes or
movies, just substitute Krellan for
Klingon and the United Galactic
Alliance for the United Federation
of Planets.

Empire is a game of planetary
conquest. The Krellan Empire has
been conquering planets to gain
control of the Galaxy. As a
General of the United Galactic
Alliance, you have been given the
task of countering this offensive.
The Krellan plan of attack is to
transport troops to one or two cities

of a target planet, where they will
create an Empire using the planet's
own resources and manpower.
Using the captured cities, they will
begin to conquer more cities,
eventually using the captured
resources to conquer the planet,
and making it a part of the Krellan
empire. In order to counter this
offensive, you and your forces will
also be transported to the planet to
create a counterstrike, and regain
control of the planet. Once you've
conquered the planet, it will be
turned over to the Alliance to be
converted to a democratic society.
"Like handing a girl over to your
best friend after your first date".
Please note that this review will
not discuss the concepts of
wargames - - only the setting and
characteristics of Empire.

Now that you know the setting,
it's tim e for th e con fron tation -
You've been transported to your
initial cities, ready to take on the
Krellan Empire. In order to engage
the enem y you'11 need a battle
force, and in order for you to have
a battle force, you'll need your
cities, of course, to build them.
Empire is played in the following
three phases:

BUILDING YOUR FORCES
Your forces can consist of the
following combat units. Troops,
figh ter s, tr an sports, destroyer s,
submarines, cruisers, battleships,
and aircraft carriers. To conquer
the planet, you'll need a force
consisting of these combat units,
and to get them, you'll need to

build them up, and that's where
your cities come in. Each city
which you capture will produce
one of these combat units for your
empire, but there's one catch -
There is a turn requirement for
each unit and those range from six
turns for troops, to 60 turns for a
battleship, so if you capture a city
on turn 10 and set production for
troops, on turn 16, that city will
create a troop unit for your
empire...BUT NO SOONER!

SEARCH AND CONQUER
Once you've begun producing
combat units with your captured
cities, you'll need to search the
planet for new cities. To capture
th ose ci ties, you'll need troop s.
Only your troop units can capture
a city, and the problem here is that
your troops only move one square
per turn. Another problem is that
this is a global war meaing there
are land masses, as well as water to
travel over. Your troops cannot
travel over water, as they have no
water transportation. To search for
new territory, you'll need to build
either destroyers or submarines.
Once you've built one of these, you
can send them out to search for the
coastal cities, since these units have
greater distance and can quickly
locate new cities. Once you've
located new cities, you're going to
need to transport your troops, and
that's where your transports will
come in. Each transport built can
carry six troop units, and believe
me, you're going to need a lot of
transports to carry your troops to
those distant cities!

DOMINATION
Once you've begun capturing
cities, you'll need to build the rest
of your fleet to battle the Krellan
empire. You should probably take
a few cities inside your empire and
set production for battlesh ips,
aircraft carriers, and fighters.
Don't use cities close to the front,
or you may run the risk of losing
your city and combat unit to a

(continued... )
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Empire (continued...)

Krellan offensive. Once you've
produced these units, you should
begin to create task forces, because
once you've located th e KreHan
empire, you will need to escort
your transports during the
offensive. If the Krellan's attack
then you'll be able to use the task
forces to repel the offensive.
There is one rule to follow -
Search for the Krellan empire, and
attack before th e KreHan's attack
you.
If there is one word to describe

Empire, it is "playable". My first
session with Empire lasted five
hours, and I had only explored half
of the planet. It took me two more
days, or about six hours to finish
the battle, and believe me, victory
was sweet. Empire was written
using the GEM environment, and I
must say it is a welcome feature,
since using the mouse lets me
concentrate on the battle instead of
the keyboard. Another nice
feature is the choice of players.
Empire can be played as human vs
computer, using one or two
computer opponents. Each
computer opponent can be set to
either "standard" or "expert"
rating, and if two computer
opponents are chosen, they will not
know of each other, and will fight
between themselves and you.
Empire can also be played by two
or three human opponents, and
there is also a play- by-mail feature
to allow two human players to play
a game, sending a file of the game
by mail or modern, after each turn.
With the release of Empire,

Interstel has given the Atari ST an
excellent wargame that truly lives
up the the warning print on the
box "WARNING: This program is
highly addictive. Considerable
otherwise productive time might
be lost. Play only during
vacation" .

-Reviewed by Charlie Chance-
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Fortunately, by the time the NFL
had gone on strike I had already
bought this game, and my season
was going on without strikes or
high salaries. In fact, the whol~
league costs less than $50! And
they play anytime I want them too.
Yessir, this is the football game
I've been waiting for.
GRIDIRON!, originally released for
the Amiga, is the first ST offering
from Bethesda Softworks, and
they've created a very entertaining
and realistic football sim ulation, so
much so that even the editor of
this magazine, who claims not to
be a garner, has been known to

spend several evenings playing it
(an Atari owner who's NOT a
garner ... right). (A nd there goes
my credibility with all the IBM
owners who read this! - Ed.) In
these days of $40+ software that
you play for two hours and then
never touch again, this game offers
very good value for your doHar,
because you'll play it again and
again. Not to mention the fact that
these guys never go on strike!
GRIDIRON! is a combination
strategy/action game, giving you
the best of both, the strategy of
calling and creating your own plays
and action of being able to play
them out on the field. Although
there are some stats involved, it is
not a statistics- based game like
NFL Challenge, but unlike NFL
Challenge where you call the play
and sit back passively and watch
the results, GRIDIRON! lets you
participate in the action, which for

me is where it's at. You can play
against the computer or another
person for some head- to- head
action. The game is played
entirely with the mouse (except in
two player mode, where a joystick
is used by the second player). The
keyboard is used only to enter
names for various things as team
names or playbooks. According to
the users manual, playability of the
game was the most important
consideration, and this has been
achieved by the use of simple but
effective graphics, combined with
some great digitized sounds. The
game uses an animated chalkboard
effect, with an overhead view of
the field. The players are
represented by little circles; a gold
team and a black team. By using
simple graphics to represent
players, the game is able to have
full 11- man teams, with each
player moving independently,
according to his programmed
instructions. This makes for some
very sophisticated plays. As far as
the speed of the game, there are
five levels of play, from beginner
to pro. While the lower levels are
purposefully slower, at the pro
level, you must act very quickly,
because things move fast.
GRIDIRON! uses the power of the
ST to incorporate elements of real
football that previous games and
machines could not include. There
are far too many subtleties to
mention here, but I'll point out
some of the best features of this
simulation.

(cont in ued...)
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Full 11- man
programmable
teams
Having a full compliment of
players adds to the realism. The
standard playbook contains 20
offensive and 20 defensive plays.
On offense, you control the ball
carrier. The mouse controls a
crosshair that you use to control
player movement. This makes the
passing game real slick because you
can sit in the pocket and watch for
one of your five eligible receivers
to get open, then move the
crosshair in the path of the
receiver to catch the ball. Don't
wait too long to pass, because you
may get sacked! Offensive plays
include running plays, traps,
screens, sweeps, reverses, options,
quarterback sneaks and a hail
mary. On defense you can be any
one of the 11 defenders. Defensive
plays include a variety of running
and passing formations, man to
man and zone formations, blitzes
and goal line stands.
The "Player Draft" lets you create
teams with individual strength and
speed characteristics. Each player
is given PAP's or Player Ability
points to determine how quick and
strong he is. After creating your
team, it can be saved to disk.
The PCU or "Play Creation
Utility", lets you diagram your own
plays and build your own
playbooks that can saved to disk.
Each player can be programmed
individually. Lineman can be set to
run or pass block, running backs
and receivers can each be set to
run a specific route. Defenders can
be set for man or zone coverage, to
pursue the ball carrier or to sit
back and wait. Not too mention
the fact that you can create your
own formations as well. For
instance, the standard playbook
does not have a shotgun play. No
problem, just enter the PCU,
modify one of the pass plays by
moving the quarterback back about
five yards and presto! A shotgun .

Realistic
Tackle
Football
In most arcade football games,
when the ball carrier runs into a
defensive player, he's tackled. In
GRIDIRON!, if the the ball carrier
is stronger than the defender, he
won't always go down. Sometimes
it takes two or three guys to stop a
strong runner. It's even possible to

break tackles and turn a loss into a
big gain, (I once returned a kickoff
108 yards for a TD after breaking
two tackles).

A Real
Running
Game
This is what I've been waiting for.
GRIDIRON! offers a very effective
running game. It takes time to
master handing off to a running
back and looking for the holes in
the line, but once you do, it
becomes a very important part of
the game plan, especially on those
short yardage situations.

Kickoffs, Punts,
Field Goals, Fumbles,
Flags, and TD's!
All the extras are here. If you call
a play and it looks like the defense
has your number, then you can
audible and change the play. Of
course, the defense can change
plays, too. Fumbles are really wild,
the ball seems to float away from
you and then a mad dash by all 22
players to
recover it.
Onside kicks,
random pen
alties, time ou ts,
you name it, it's
here. And
when you score
a touchdown ....
naaaaaa, I won't
tell you, go buy
it and find out
for yourself.

I
Almost
Forgot. .....
The sound effects! How could I
forget? Digitized sounds really add
to the excellence of this game. The
last strains of the Star Spangled
Banner accompanies the title
screen, followed by a huge crowd
roar. During the game, the
quarterback barks out the snap,
and the you here the grunting of
the lineman and the crashing of the
shoulder pads as the teams collide.
And when you cross the goaline,
turn the volume all the way up,
jump out of your chair and do a
high five!
Bethesda Softworks enters the ST
market with a winner. They have
managed to include more elements
of real football than any other
game I have seen. The only thing
missing is an instant replay option.
I guess the best thing about this
game is that it "feels" good. That's
an intangible that really makes the
difference between a good game
that will last for while, or a great
one that you can keep coming back
too. If your're a football nut and
own an ST, you need this game.

-Reviewed by Dave Webster-
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For the ST owner who likes to
build projects and tinker with
electronics, this book is a rare find.
Even for the person experienced in
electronics, this volume will answer
many of the questions that arise
when interfacing to an ST
computer. You will benefit from
reading th is book, regardless of
your knowledge or ability, because
many of the projects are simple to
build and understand, the theory
behind every chapter is discussed
in detail, and ideas for further
expansion are given.

The format of the book
facilitates the experimenter in the
best possible way. Several chapters
introduce some essential
fundamental concepts. Each
chapter thereafter illustrates in
detail the theory and construction
of a different project. Sample
programs are included on a disk,
both the source code in C and the
compiled programs. Some useful
appendices are included at the end
of the book.

The first chapter is a general
electronics reference section. For
those unfamiliar with electronics,
these pages will fill in any gaps
that the reader might have. For the
experienced techrrician, the
electronics reference section will be
a handy reference guide that can
also be used.

Chapters three through six
covered interfacing techniques with
four of the ST ports. These are the
parallel port, the joystick port, the
cartridge slot, and the MIDI port.
The hardware needed is illustrated
and described along with several
useful schematics for each chapter.
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The programming techniques are
described, and some sample
programs are provided on the disk.

The interfacing chapters are
general, and provide the only
source of its kind for those who
wish to use the ST ports for their
own purposes. Many ideas for
different uses, are provided in
these chapters.

Chapter two is a useful chapter
that teaches the fundamentals of
binary and hexadecimal numbers.
Since hardware applications require
the use of this knowledge, this
particular chapter is invaluable.
Chapter seven describes the use of
ST BASIC, and how it can be used
when interfacing to the ports. All
of the sample programs are written
in C, so this will be helpful for
those who want to convert the
projects to BASIC.

One chapter that I particularly
enjoyed was the Light Pen chapter,
which covered the building of a
light pen. A detailed description of
monitor and television operation
was also covered, so that the
project could be fully understood.
The actual circuit was fairly simple
to build. The programming
techn'iqu,es were not too difficult
either, but if I had to dig up the
specific routines myself, it would
have taken a great deal of effort.

Another project that was
interesting was the phone
answering circuit. This device is
able to answer a phone call when a
ring is detected. The computer then
waits for a seven- digit code to be
entered from a remote touch tone
p h 0 n e. A ft e r t his i s don e@
successfully, several tasks can be
performed. The sample program
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has limited capabilites to perform
tasks. The demo provided could
only change the screen color, ring a
bell, or turn a single ex ternal
device on and off. With some
creativity, this phone circuit could
be expanded considerably.

ST computers were born
w ithou t th e analog- to- digital
converters that the old eigh t- bit
computers came with. The lack of
these seriously affects the
computers ability to interface with
ex ternal devices. One chapter
covers the addition of an
analog- to- digital converter, and
then describes several simple
projects to demonstrate its use. The
circuit can operate from either the
cartridge slot or the parallel port,
and this adds flexibility.

Two networking systems are
illustrated. I envision a bunch of
STs networked while playing a
complex strategy game, or having
some immense battle game going.
One of the networking projects is
very simple and can be built rather
easily. The other system is more
flexible, and thus more useful, but
it requires a large controlling
circuit.

Most ST owners can benefit
from reading and using this book, I
believe. For the hobbyist, the
projects are interesting, easy to
understand, fun to build, and, for
the most part, useful. For the
programmer, there are many
programming techniques with
respect to the ports that will lend
themselves to software
development. For the professional
technician, this book will be a
valuable reference, as it contains a
great deal of hard-to-find, and
hard- to- ascertain information.

The retail price of the book is
$29.95. I feel that it is well worth
the money, considering all of the
information that is packed into the
book and the sample programs.

-Reviewed by Bob Ruble-



More ST'" Solutions From

• Practical SolutioN ®

-Reviewed by William Toliver-

of article, and description. I am
now able to find information on
any article, by author, type, or
description, in a matter of minutes
rather than the hours that it took
previously. As was stated earlier,
data in the Trialpak is limited to
about 2K but this was enough for
30- 35 entries in each file, and I
created three such files for use,
dating back to Dec '85. I

The Informer is GEM- based,
and many of the commands can
entered from the keyboard, as well
as with the mouse. These
commands include sorting files in
acending and decending order,
saving data in ASCII format,
printing files to disk and/or
printer. Files can be imported
from HabaView, Regent Base, and
dbMan. Files can be exported to
Regent Word II. The Trialpak's
cost is deductible from the price of
its big brother, "The Informer",
should the user choose to upgrade.

RGB Video Cable featurinq a
molded connector at one end. Stripped
leads at the other end with color coded
wires allow easy hookup to non-Atari
monitors. Also contains a 821 99composite lead. 4 ft. length .

Composite Video Cable
features molded ends and low 81499
loss video coax. 4 ft. length

Monitor MaSter'~liminatesthe hassle of
swapping cables between your color and mono
chrome monitors. Just plug in and a single push
button switches for you! Separate audio jack hooks
into your amplifier. Also brinqs out composite
video on the 520's with RF modulators.

Ouality construction with 8'4999
molded case and cable.

13 Pin Din male and female connectors. $3.99
,Dealer Inquiries Welcome!

Shipping & Handling:

~;:~ ~~;~~~es I V~ I 602· 884-9612
$7.50 Overseas 1930 East Grant Road

ST is a lrademark 01 Atari COrp. ~
Monilor Masler Is a trademark ~ Tucson, Arizona 85719
of Praclical Solutions, Inc.

program, meaning that you can
have four tables each, with 36
columns.

There were no instructions
explaining the method of
exchanging information between
tables, but by following the
examples provided, I was able to
pass information between the
tables, using the coding feature.

The major feature of the
Informer, which sets it apart from
oth er databases, is its form s screen.
This screen allows for the entering

of all of the data that is to be used.
It also allows the user to design
his/her own graphics background.
Graphics from DEGAS/ DEGAS
Elite, Neochrome and .IFF files can
be used, so long as you're able to
display them on a medium- or
high-resolution screen. I point this
out because the documentation
states that you can use Neochrome
pictures, but version L07 does not
allow for pictures to be displayed
directly to medium- or
high-resolution. Your file for
phone numbers
might display a
telephone, or
someone talking
on one, to rem ind
you of the file's
purpose, or you
might digitize a
French chef as a
background for
your receipes
files!

To test how
easily, or quickly
I cou ld learn to
use th is program,
I set about
cataloging all
articles on the ST
in one my col
lections of mag
azines. The
hardest part was
to figure out was
what needed for
a qu ick reference.
The information
used the title,
author, date, type

Just possibly, my biggest
problem is that I don't have a
photographic memory. This may
not make sense to you, I know, but
it helps if I know where to locate
information that I've saved. My
main source of info is magazines:
Compute!, Antic, ST/ Log. or
Current Notes, (annnddd??? .. -Ed.)
going back several years. To add
to my misery, I like to type in
programs from these magazines,
and this has been a problem for me
until now, mainly because I also
tend to forget what program I last
worked on! ll's been tough for me
to maintain a list of articles, but a
solution to this problem may be
available in "The Informer" from
Regent Software.

To aid the buyer, Regent
Software is now offering a working
dem 0 of th is new program of
theirs, giving the buyer a chance to
use a scaled-down version, before
laying out big bucks on it. This
allows one to find out whether or
not it's the program for them; it
allows them to answer the question,
is this wheu I want?

The following is based on the
use of "Trialpak", a demo that
gives the user the general feel of
the program. Trialpak differs, in
that it is limited to about 2.8K
bytes for data storage. Other than
this limitation on size, everything
that can be learned through the use
of Trialpak, also applys to the
Informer. a rather clever method
of marketing th is new product.

The information is displayed
through a spreadsheet format on I
of 4 different screens or tables.
Each table may have as many as 36
columns, which are created from
the menu. The maintenance of
these tables is handled by the
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